Empowered Enchantments for Dungeons and 
Dragons 5* Edition: 


Creating new spells has always been one of my favorite things to do for 5th Edition Dungeons 
and Dragons. There’s so much room for creativity, and it’s always exciting to think of new ideas. 
Some of these spells are new ideas, others | created for my home game a while ago, and one is 
even an updated spell from a previous edition. Enjoy! 


Level | Spell School Conc. | Ritual | Class 


1 Emotional Outpouring | Enchantment No No | Bard, Sorcerer, Warlock 


Entropy Field Abjuration No | Artificer, Bard, Cleric, Druid 


Focused Fury Enchantment No | Bard, Sorcerer, Wizard 


Hardwire Enchantment No Artificer, Cleric, Wizard 


Twist the Knife Enchantment No Druid, Warlock, Wizard 


Automate Divination Artificer, Cleric, Wizard 


Probability Shift Divination Druid, Sorcerer, Wizard 


River of Tears Enchantment Sorcerer, Warlock, Wizard 


Implosion Evocation Sorcerer, Wizard 


Automate 

4'h-level divination 

Casting Time: 1 action (ritual) 

Range: Touch 

Components: V, M (a magnet and a compass) 

Duration: 8 hours 

You touch a vehicle and utilize your magic to guide it to a chosen destination. The vehicle you touch 
as a part of this spell gains a limited sentience and is able to steer you to a location. This location 
can either be pointed out on a map or described by someone who has been there. This spell fails if 
the information or map are inaccurate. While sentient in this way, the vehicle takes the best route 


possible, and takes care to avoid potential hazards. Furthermore, the vehicle and those on it are 
able to make Stealth checks while traveling at a normal pace. 


Emotional Outpouring 
1st-level enchantment 


Casting Time: 1 action 

Range: 60 feet 

Components: V, S 

Duration: 1 round 

Your magic releases strong emotions from your foe. Choose one creature within 60 feet of you. That 
target must make a Wisdom saving throw. On a failed save, they must spend their next turn honestly 
discussing their emotional state with the caster and are unable to take actions or move. This makes 
them emotionally and physically vulnerable, causing all attack rolls against them to have advantage 


until the caster’s next turn. If they are targeted by an attack, they may repeat the save, ending the 
effect on a success. 


Entropy Field 


3rd-level abjuration 

Casting Time: 1 action 

Range: Self 

Components: V, M (A small, broken scale worth at least 25 gp) 


Duration: Concentration, up to 1 minute 


Drawing from the primal energy of the universe, you imbue both your defenses with the world's 
natural chaos and disorder. Until the spell ends, the target's armor class is not what is used to 
determine whether or not an attack hits. Any time an enemy makes an attack roll against the target, 
the target rolls a d20 and adds their spellcasting ability modifier and proficiency bonus. The enemy 
makes their attack roll as normal. If the target's roll ties or beats the attacker’s roll, the attack misses. 
Furthermore, if an attack misses the target because of this feature, the target may immediately take 
one melee attack as a reaction. If this attack hits, the target can add its spellcasting modifier to the 
damage of the attack. 


Focused Fury 


3rd-level enchantment 

Casting Time: 1 action 

Range: Touch 

Components: V, S, M (a piece of red cloth) 

Duration: Concentration, up to 1 minute 

You touch one willing creature and amplify the rage within that target for the duration. Until the spell 
ends, the target has advantage on Strength saving throws, resistance to bludgeoning, piercing, and 
slashing damage, and a +2 bonus to damage rolls when using a Strength-based melee weapon. 
When the target makes an attack roll, they can choose to do so with reckless abandon. This gives 
them advantage on the attack roll, but all attack rolls against them are rolled with advantage until the 


start of their next turn. 


Creatures that are under the effect of this spell cannot cast nor concentrate on spells. Moreover, 
once this spell ends the target’s speed is reduced to 0 for one round. 


At Higher Levels. When you cast this spell using a spell slot of 4th level or higher, you can target 
one additional creature for each slot level above 3'4. 


Hardwire 

3rd-level enchantment 

Casting Time: 1 action 

Range: Touch 

Components: V, S 

Duration: 24 hours 

You attempt to reprogram the mind of an artificial creature that is under the control of another. When 


you cast this spell, choose one construct or undead creature that you are touching. That creature 
must make a Wisdom saving throw or be placed under your command for 24 hours. Creatures with 


fewer than half of their hit points remaining make this saving throw at disadvantage. Your commands 
must be worded in such a manner as to make the course of action sound reasonable. Asking the 
creature to stab itself, throw itself onto a spear, immolate itself, or do some other obviously harmful 
act ends the spell. This spell ceases to function if the caster or the target leave the plane on which it 
was cast. 


If this spell is cast on an undead creature, they must be under the control of another creature (for 
example, a zombie or a thrall). This spell fails if the undead creature is independent (such as a lich 
or a vampire). You cannot cast this on a creature with a Challenge Rating higher than your character 
level. 

At Higher Levels: If this spell is cast using a spell slot of 6t level or higher, the duration becomes 


one week. If this spell is cast using a spell of 9th level, the effect persists indefinitely, unless ended 
by magic such as Dispel Magic or Remove Curse. 


Implosion 

gih-level evocation 

Casting Time: 1 action 

Range: 120 feet 

Components: V, S, M (A small bead of lead) 

Duration: instantaneous 

You create an immense gravitational force, which causes the body of one creature that you can see 
within range to collapse in upon itself. The target must make a Constitution saving throw. On a 
failure, the target takes 30d8 force damage, and they have disadvantage on attack rolls, ability 


checks, and saving throws for one minute. On a success, the target takes half damage and suffers 
no disadvantage. 


Probability Shift 


4'h-level divination 

Casting Time: 1 minute (ritual) 

Range: Self (30 feet) 

Components: V, S, M (A sapphire worth 100 gp, which the spell consumes) 

Duration: Concentration, up to one hour 

When casting this spell, you are able to briefly see and alter the probability of certain events in the 


near future. When you cast this spell, roll two d20's and record the numbers rolled. You can replace 
any attack roll, saving throw, or ability check made by you or a creature that you can see with one of 


these predictive rolls. You must choose to do so before the roll, and you can replace a roll in this 
way only once per turn. 


Each of these rolls can only be used once, and both are lost if concentration is dropped. 


River of Tears 

4th-level enchantment 

Casting Time: 1 action 

Range: Self (30-foot cone) 

Components: V, M (a tiny, ornately carved violin worth at least 25 gp) 

Duration: instantaneous 

A wave of sadness is emitted from the caster’s small violin. Each creature in a 30-foot cone must 
make a Strength saving throw. Regardless of the result, a creature in this area begins crying 
profusely. On a failed save, a creature takes 4d10 force damage, and is knocked prone due to the 
geyser of tears emerging from their eyes. On a successful save, the creature takes half damage, 


which is necrotic rather than force, and not knocked prone. 


At Higher Levels. When you cast this spell using a spell slot of 5th level or higher, the damage 
increases by 1d10 for each slot level above 4th. 


Twist the Knife 


3rd-level enchantment 


Casting Time: 1 action 

Range: 30 feet 

Components: V, S, M (a stone dagger tainted with a bit of blood) 

Duration: 1 round 

Target one creature within 30 feet of you. A dark aura gathers around that creature until the end of 
your next turn. At the end of your next turn, the aura exacerbates the wounds that the target has 
received within the last round. The target must make a Constitution saving throw. On a failed save, 
they take necrotic damage equal to four times the number of attack rolls that have hit the target 
since this spell was cast. On a success, they take half as much damage. 


At Higher Levels. When you cast this spell using a spell slot of 4th level or higher, you can target 
one additional creature for reach slot level above 34. 


